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H neurochemical imbalance caused by the 
Vulcan Pon farr mating drive. The Vulcan 
telepathic mating bond, particularly if used on a 
non-Vulcan, causes potentially fatal endocrinal 
and hormonal changes which have devastating 
physiological effects. The only two outlets 
which alleviate the blood fever are those 
offered by the ancient Koon-ut-kal-if-fee - 
marriage or 
challenge - ritual. 

The victim must 
either complete the 
mating bond, or 
engage in potentially 
lethal combat 


[ hromo-viral disease is easily transmitted and " 
passes through several increasingly critical stages; -1 
it can be treated successfully with cytoglobin v^-' 
injections. ■ 


O The U.S.S. 

VOYAGER NCC- 
74656's EMH 
attempts to treat a 
patient suffering 
from chromo-viral 
disease, but soon 
discovers that he has 
no cytoglobin to 
cure him with. 

O The Doctor 
intentionally 
alters Administrator 
Chellick's Treatment 
Coefficient to 
prevent him getting 
a cure for chroma- 


O Lt. B'Elanna Torres 
is unwillingly 
infected with blood 
fever in 2373. 

O Lt. Commander 
Tuvok attempts to 
ease Ensign Vorik's first 
experience of the 
intense Pon farr 
through mind control. 


skin disorder of abnormal growth or development caused by an overexposure 
of the epidermis to hazardous levels of thermal and ultraviolet radiation. 




R very rare, and untreatable 
terminal disease that afflicts 
one out of every five million 
Ferengi. By the time it is 
diagnosed, the sufferer has on 
average only six or seven days 
to live, though they retain their 
full capabilities until the last 
moments of the disease's 
progress. 


A medical condition characterized by unstable 4 
intercellular pressures. Not a disease in itself, 
but a symptom indicating a number of possible 
malfunctions during times of bodily stress. Also ,4 
known as hemocythemic imbalance, it can be ^ 
relieved in all but extreme cases by the application 
of osmotic pressure therapy. 


O In 2372, Quark is 

misdiagnosed with Dorek 
syndrome during his annual 
insurance physical. 


H flu-like affliction contracted via an airborne 
virus, one symptom of which is severe 
respiratory distress. This illness resembles the 
whooping cough of 20th-century Earth, marked 
by a convulsive spasmodic cough. 


« psychological disturbance in 
which an individual becomes 
so disoriented within a 
holographic scenario that they 
lose their sense of their own true 
identity, and start to believe that 
they are part of the program. 


O On 

Stardate 
48892.1 the 
EMH aboard 
VOYAGER 
believes he is 
a real person 
and everyone 
else is a 
hologram. 


BLOOD FEVeR 


CHROMO-VIRAL 

DISEASE 




DERMAL DYSPLASIA 


DOREK SYNDROME 


HEMOCYTHEMIA 


HESPERAN 
THUMPING COUGH 


HOLOTRANSFERENtE 
DEMENTIA SYNDROME 
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n veiY rare neurological disorder in humanoids characterized by a peculiar 
electropathic signature in the thalamus, and a severely decreased histamine count; 
sufferers fail into a coma, of a duration of approximately 72 hours. This disorder is 
first identified in the 23rd century. 


r-V' ' 


n chronic and progressive muscular disorder that causes 
ultimately fatal degeneration of muscular functions in 
humans, but does not impair mental function. There is no 
known cure for this condition. 


D Admiral Mark Jameson is diagnosed with terminal 
Iverson's disease. He later dies on Mordan IV from 
side effects of a rejuvenation treatment obtained on 
the planet Cerebus II. 


p minor viral disease which 
n lasts approximately 29 hours, 
Symptoms include a runny 
nose and persistent sneezing. 
Generally regarded as an 
annoyance, rather than a 
medical emergency. 


« chronic pulmonary disease with a unique 
pathology. This syndrome is only found among 
survivors of a mining accident at Gallitep, a forced 
labor camp run by the Cardassians during their 
occupation of Bajor. All known survivors of Gallitep 
have the syndrome, and 
there are no recorded 
instances of anyone being 
diagnosed with the disease 
unless they were at the 
camp. Palliative medication 
is effective in alleviating the 
symptoms. It is very similar 
to the less damaging Pottrik 
Syndrome; an effective 
differential diagnosis 
between the two conditions 

is a lower respiratory probe, f\ ^^•’^fssian 
, . , . Vpr Aamin Marntza 

which gives a positive result ,3 diagnosed with 

for Kalla-Nohra. Kaiia-Nohra in 2369, 


O In an effort to better 
understand his organic 
patients, the U.S.S. VOYAGER 
NCC-74656's Doctor 
programs himself with a 
holographic simulation of 
the Levodian flu. 


R parasitic organism, possessed of some degree of intelligence, that survives on the 
peptides generated by its host's brain. The virus is able to evade the body's 
immune system by disguising itself as a memory engram, creating a false memory 
for its host that is so traumatic that the host's psyche represses it. In host after host, 
the virus survives by hiding in a part of the host's mind that the subconscious would 
want to avoid at all costs. ____ 

When it senses the death ^ 

of the host, it leaves and 
implants itself in another 
victim. Thoron radiation 
proves fatal to this organism. 


n disease in humanoids 
characterized by an 
otherwise harmless 
skin mottling. 


O Lt. Tuvok is diagnosed 
as having the memory 
virus in 2373, and only a 
mind-meld with Captain 
Kathryn Janeway can 
prevent brain damage. 


O Ensign Harry Kim 
believes he has 
contracted a case of 
Mendakan pox in 
2373 after he dreams 
of his initial 
experience with it 
at the age of nine. 


IRUMODIC 

SYNDROME 


IRESINE SYNDROME 


IVERSON'S DISEASE 


LEVODIAN FLU 


KALLA-NOHRA 

SYNDROME 


MEMORY VIRUS 


MENDAKAN POX 


















































Bringloid V is 
no longer a 
suitable planet for .. 
habitation - solar 
flares will render its 
surface a scorched 
wasteland within a 
few short hours. 


the European Hegemony, 

who believed in living in 
harmony with, and learning . 
from, nature. According to ! 
the surviving records from 
the time, in 2123 he and his 
followers boarded the S.S. 
Mariposa. To the ship's ■. 
existing cargo of 225 ,: 
Yoshimitsu computers^ 
five monitor beacon 
satellites, 700 cellular 
^comllnks, and other 
technical items, the neo-^"^-'^'^:: 
transcendentalists added ^ 
their own luggage: 50 
spinning wheels/cattle, . ^ 
chickens, and other 
livestock, before heading . 


eep space 

, exploration from the 
, planet Earth was 
' just beginning in the 
'early 22 nd century. 

' The chaos following 
the end of the 
World War III, led to 
omissions and inaccurate 
logs and records of some 
exploratory missions. The 
expedition led by 
philosopher Liam DIeghan 
was one such mission. 


OTHER CARDS 
IN THIS FILE... 

92 THE BREKKIANS AND 
THE ORNARANS 
102 THE VENTAXIANS 


SEE OTHER 
FILES... 

STAR TREK: 

THE NEXT GENERATION..File 69 


^jjj^The U.S.S. ENTERPRISE NCC- 

1701-D orbits Mariposa, a lightly 
populated Class-M planet plentiful in 
unexploited resources. It is the 
perfect relocation site on which to 
transport the bucolic Bringloidi. 


■ Dieghan was the founder 
of a group of neo- . " 

transcendentalists, based in 


BovEmmern 


Highly organized 
government led by 
Prime Minister Wilson 
Granger. 

Technology based and 
propelled society. 
Culture is based on 
survival through 
science - quality of lifE 
is not taken into 
consideration. 

Strict infrastructure 
of rules, laws, and 
morality to facilitate 
longevity of diminished 
population. 

STAR TREK: THE NEXT 
GENERATION 'Up the 
Long Ladder’ 


The Bringloidi are a free-spirited race of people who are similar to Earth's early 20th-century 
Irish in nature and temperament. They have spent 300 years espousing the virtues of living 
close to the land in harmony with nature, as decreed by Liam Dieghan. Life is simple, talk is 
fast - as are relations and contracts - and spit and a handshake seals any deal. 


fBtturcs 


lOgSignation Bnn gloid V 


Ifliia&itants Humanoid 
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W^Commander 
mJImT. Riker takes a sMne 
to Brenna, Danilo Odell's 
daughter, and the driving 
force behind the welfare 
of the Bringloidi people. 
She asks Dr. Pulaski if he 
is for real, who assures 
her that all Starfleet 
officers are princes. 


Each time a clone 
is created from 
another clone, 
subtle errors 
creep into the 
chromosomes and 
the eventual result, 
after many 
generations, is a 
non-viable clone. 
This unfortunate, 
and inevitable 
process is known 
as replicative 
fading. 

The European 
Hegemony, a loose 
alliance formed in 
the early part of 
the 22nd century, 
was the first 
stirring of world 
government on the 
planet Earth. 


TffftSr nitds 
Brenna fetching, 
mdWorf^ 
-opaquely notes 
she has some : 
Khngdn 


m^0ne rustic BringlouU 
beamed aboard 
theUS.S. ENTERPRISE 
NCC~"t70f-D with all their 
worldly possessions. 


^^ ' 'ft P^OO/e hOVO nO 

to a ^ survival without ,/ 

away,. . the Bringloidi. 

MaripbsiL^BtteF Jaws, they Mariposans are an , 

■'epaoeship y^^.eh h^' ■’ .; ■■■■;■ .shf^ess the human sexual urbaBe peopte. They live 

pamed tfemso-far/" ■ - ..::;.;:'::'3Elrfy$.ahd start to 'done in clean, tidy dties with. , 

a technoiogotlevel ■. 

. . ../i epst^ that their fledgling comp^ble to Earth. They 

iTha^Mififljto^ fioynshes. In time wear smart clathes widi 

at:pc|Qni2dtfen start litte ornameDtation. Unlike 

|r3i|dy^.the:'^fl:Qf't^ 'production as r^iugnant .■ the Bringloidi, they By Starfleet standards, 

.,pce^hp: ja'.breadp,'.and''^'';^ '■ ■Losing-contact wifhfartb possess eomotbnai maturity the Bringloidi are a 
!:|^ 4 wgtem 3 feand'three'' and theirfellaw colonists on and technical khovvledge. backward civilization. On 
jpaje;'Cofgnl$ls,'incty^ ■■ Bilhgloid V, the Mariposans ■ pnrHr rnnfc Bringloid V they live in^'.^ 

iKphip'scaptain, \AMer create a highly-ordered ..^ HIlSl 1C IOOlS caverns 30 meters below , 

^^Granger; surwe/These-.: . society .which, is led 300 Bringloid society has the planet's surface, and-, 

coTohistS: are:detefr^^ ■ .:■ years later by Prime . . developed along sornewhm they dress in rustic, . 

be The Minister Wilson Granger,.::.,, different lines. The mismatched clothes ' 

=fnhabitan^'-.pi|i^^^^',' b^ who is a clone of Captain.- . ■' Bringloidi, led by a cheery generally made of coarse'^' ■ ■ 

Granger, -as is the - ■■ ■-- middle-aged man named cloth or wool. Bringloid . 
health minister, Victor ' Danilo Odell, number just women spend a lot of .. 
Granger. , . over 220, and theif accents their time pregnant, while 


however, they possess . . 
energy and drive.' They are.::: : 
0£o willing to learn..: 

.. . The Bringloidi and the -V :■': 
Mariposans are reunited on j 
Stardate 42827.3, when | 
the U.S.S. Enterprise NC(^ 
770f-D discovers that -.. : ^ 
Bringloid V is in imminent ■.■ 
danger fror^ its, sun, which 
is experiencing severe flare 
activity. After evacuatingthe 
B^gloidi and their animals,... 

' the Enterprise encounters ' 
the Mariposans,. who will 
die out in just two orthree 
. generations due to the 
.. replicative fading of their : '■ 
cloned bodies. . They need 
■ an infusion of .new genetic ■. 
■■■material. The solution.to -.' -- 
both societies' problems is - 
obvious, . if unusual: the - 
robust Bringloidf-wHI : -: 
relocate to Mariposa,' and .:.-. 
the two cultures will ' 
integrate to insure the ':;.'... 
r TEituf -e of their peoples. :■ ■■■. 

Mariposan : 
HF A V Prime Minister - 
Hjp H entreats the U.S.S. 
ENTERPRISE crew 
for fresh DNA 
samples to j 

: replenish the ■ 
gene PoolA^^Bm 


suggest they are ' v.-mi/- : 

people of ETrth. The y;.,.■' 
Bringloidi specialize "in 
animat husbandry and are 
very atta.ched to their : :. 
fivestock. ..T .. 


: Commander 
Riker 

'{: destroys the 
stolen DNA 
samples taken 
from him and Dr. 
Pulaski after the 
duplicitous plot 
is revealed. 


I Captain Jean-Luc Picard devises an 
unorthodox solution to replenish 
the joined Bringloidi and Mariposan 
populace: every woman - both 
Bringloidi and Mariposan - bear 
three children by three different 
men. The Bringloidi men welcome 
this requirement, while the women, 
initially (and understandably) less 
keen, are eventually won over. The 
Mariposans are not happy, having 
grown to view sexual relations as 
vulgar and repugnant, but faced 
with the death of their society, they 
realize that they have little choice, 

I and acquiesce to the solution. 

i ^ DanfVo Odell insists Wiison Granger 
I ^ shake on their procreative pact - he 
I spits in his palm first - surely a virgin 
I experience for the white-ciad Mariposan. 


A The Mariposan and Bringloidi 
spokesmen realize that they 
hold one another's futures - a 
compromising position. 




























The Ventu 
habitat is 
located in a region 
of dense forest 
The alien energy 
barrier is formed 
just above the hills 
and mountains in 
this area. 


t is a fact of nature that 
evolution ensures the 
survival of the fittest, that 
some species dominate 
other overs. For a unique 
world in the Delta 
Quadrant, however, one 
primitive, distant ancestor 
of an advanced race 
continues to exist in an 
isolated region. 


untouched habitat of lush . 
forest that is protected' by ; 
a powerful tetryon-bBsed ■: 
energy barrier; this region, 
covering thousands of 
kilometers, is the domain of 
the Ventu - the Lednsses' 
evolutionary ancestors. 


willing act by ather race; 
Instead, the barrierwas 
erected hundreds of years 
previously by an a to race - 
believed to-be designated 
Species 312 by the Borg - 
who sought to prevent the 
Ven-tu's annihilation at the 
hands of the more 
sophisticated Ledesians. 

The barrier uses technofogy 
far more advanced than 
even the Ledosians j 

possess, and all attempts to 
lDv\ffiit have-ended in J 


The Ledosians are a 

humanoid species who 
have advanced sufficiently 
to allow them to reach 
beyond the confines of their 
planet into the greater 
community of the Galaxy. 
Their homeworld, Ledos, is 
a beautiful blue-gray Class- 
M planet, surrounded by 
immense orbiting space 
stations which provide a 
suitable location for visiting 
starships, and they openty 
welcome other specie 
who may wish to visit. 

The Ledosians bide a 
secret, however. In the ii;.;,];; 
southern hemisphere ofufM-. 
their world there exists an : 


! 7Yie Ventu 
embrace the 
t^quillity of the 
environment they 
occupy on the 
Ledlosian 


OTHER CARDS 
IN THIS FILE... 

117 THETAKTAK 
124 DEVORE IMPERIUM 
133 THEVOTH 


calm 
blue-gray 
planet inhabited 
by the Ventu and 
Ledosians gives 
no indication of 
the two distinct 
races that live 
separately on 
its surface. 


SEE OTHER 
FILES... 
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iSlSiSR: Ledosians 


The technologically advanced 
Ledosians are notable by the V- 
shaped ridges located just above 
their noses, and, in individuals 
such as Flight Instructor Mr. 
Kleg, an intense desire for 
maintaining protocol. Members 
of this species often wear dour 
clothing comprised of fitted 
Jackets and matching trousers. 
Ledosian officials are seen to 
wear dark quilted uniforms. 


Humanoid 


■ The Ledosian people were 
once a violent race, who, 
in less enlightened times 
once fought their Ventu 
cousins, An energy 
barrier created by an 
alien race separated the 
two cultures. 

BDV^EMilt Democratic. The 
Ledosians readily 
welcome visitors. 

Highly developed. The 
Ledosians have built 
huge orbital stations 
above their world, and 
operate compact yet 
powerful starships. 

STAR TREK: voyager 
'N atural Law' 


A The Ledosians are a 
humanoid race with a 
distinctive facial ridge. 


The primitive Ventu bear a 
close resemblance to the 
Ledosians, save for a noticeable 
red tone to their epidermis, and 
gentle ridges on their 
shoulders. This race clothe 
themselves sparingly, with only 
rudimentary loincloths as 
covering. They adorn their 
bodies with jeweled bands and 
straps, while the males often 
wear tight-fitting skull caps. 


■Class; Humanoid J| Delta 


Ledos 


The Ventu apparently do 
not possess the power 
of speech, and instead 
use a form of 
exaggerated sign 
language to communicate 
with others. 

Primitive. They can, 

: ■ ■ : ■ however, make fire by 

creating an exothermic 
reaction, and are 
familiar with the 
magnetic properties of 
their habitat. Medical 
skills are enhanced by 
using local fauna to aid 
healing. 

StSPElIip Log; STAR TREK; VOYAGER 
'Natural Law' 


A The Ventu are not 

concerned with covering 
their bodies in extra clothing. 
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Lt. Tom Paris 
breaks Piloting 
Regulation 256 in 
Ledosian space, 
and must 
undertake a three 
day course to 
assess his skills 
at the helm. The 
Ledosians have 
constructed a 
suitable test 
course in open 
space for 
precisely this 
purpose. 

A section of 
shuttlecraft wing 
seemingly 
suspended in mid¬ 
air, and the Borg 
sensors aboard 
the U.S.S. Voyager 
NCC-74656, 
provide the crew 
with the first 
indication of the 
energy barrier's 
existence. 


Ledosian officials can 
: appear quite 

overbearing and brusque 
in communications. 


A Ledosian named 
Mr. Kleg is assigned 
to test Lt. Tom Paris's 
piloting skills. 

failure. As the Ledosian 
culture soars into the 
depths of space, the Ventu' 
carry on with their primitive 
existence caring little - or : 
perhaps even no longer 
aware - of the race that ' 
once nearly brought them 
to the brink of extinction. 


provide^^^^p 

the 


Despite their lack of 
technology, the Ventu seem 
to have developed a 
peaceful and untroubled 
culture, content to live in a 
small community based in 
a network of caves that ■. 


dayt i rne/, vk^t , 

strife 

the 

blai1k^s,\'SS 

dyes fo create 

their bodies., ft app^r^ 

if the matesHTjle over 

community, as it iSTTUtL/i^Sli 

uncommon 

present temate g 

■;t©=other man. ■ 

” 'Up 2377/tfie two : 

■ ■■ ■' 

The Ventu people ' 
possess a natural ‘ 

^ beauty,' and are incrqdib^ 
inquisitive. They decorate 
i their scantily-clad bo0es 1 
I with all manner of 
^ adornment, from 
beaded \ 
necklaces, 
to tight 
■ ■ arih-^.7 1 

bands . .. 


REMOVING THE LEDOSIANS 


Lt. Tom Paris's piloting antics bring 
him to the attention of the Ledosians, 
who order that he must undergo flight 
training. During the latter stages of 
this lengthy process, however. Captain 
Kathryn Janeway orders the Delta 
Flyer to divert toward Ledos in order 
to destroy the shuttle components 
keeping the barrier down. Tom saves 
the day - but fails the piloting test. 


^ The DELTA FLYER 
successfully destroys 
the deflector array, 
reenergizing the barrier. 

^ Tom Paris retrieves 
^ the Ledosian 
anthropological team 
from the surface before 
the barrier is erected. 
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STARFLEET ACADEMY 

PROCEDURES 


FAMILIES 1 

IM 

STARFLEET 


One of Starfleet's soclnl impeiafives in the inid-24tti ceninrii is enebiing the 
families of serving ofpcers to iive inith them aboerii their starship, tinch thought 
is Sim to pviijj fii lliese families, aai preiectiag fbeni from barm io 


potentlaltg hazarrloossitoatioos. 


M aintaining a career and a fannily life remains 
a challenge in the 24th century, particularly 
within the demanding and sometimes 
hazardous world of Starfleet. Some officers 
choose not to raise families at all, but the 
organization does attempt to address the 
problem and keep families together. 

The relative peace and stability of the 2350's 
and 2360's encourage the idea that spouses 
and children should be permitted to live aboard 
the starships to which the officer is assigned. 
This philosophy is woven into the design for a 
number of vessels, including the Miranda class 
and the revolutionary Ga/ax/ class, Starfleet's 
largest and most powerful starships of the time. 
The latter can cater for over 1000 crew 
members and civilians. 

Tourofduiij 

Officers are usually required to serve for six 
months to be eligible to bring family members 
aboard. Quarters are allocated according to the 
size of the family. These living arrangements 
can change in the event that children are born, 
just as two officers who embark on a 
relationship can request larger shared quarters 
instead of two singles. Lts. Tom Paris and 
B'Elanna Torres are allocated shared quarters 
aboard the U.S.S. Voyager NCC-74656 
following their marriage in 2377; likewise 
Crewman Miles O'Brien and his new civilian 
wife Keiko aboard the U.S.S. Enterprise NCC- 
1701-D \n 2367. 

Families are able to avail themselves of the 
many facilities aboard starships, including 
holodecks and casual areas such as Ten- 
Forward. Special facilities such as primary child 
care and schooling are also provided to ensure 
that the children are educated and cared for 
properly. Limits are, however, placed on the 
movement of civilians; they are not permitted 


O As Naomi INildman's father cannot be 
with her, she relies a lot on Neelix for 
support. Although not strictly family, Neelix 
takes his job as godfather, very seriously. 


access to classified or working areas such as 
the bridge or Main Engineering, for example. 

A number of special activities, such as 
science fairs and tours of the arboretum, are 
arranged for the children - or "Starfleet brats," 
as they are commonly known. Captain Picard 
Day becomes a favorite among the children 
aboard the Enterprise, as they celebrate their 
captain and role model with paintings, clay 
busts, and the like. 

Care and responsibilitij 

The responsibility and well-being of the 
civilians and families falls ultimately to a ship's 
first officer, and on larger vessels the ship's 
counselor as well. The former will sometimes 
make an effort to get to know the children 
individually. One of the counselor's duties is to 
offer support for both parents and children by 
providing guidance and suggestions, and even 
brokering disputes. He or she also offers trauma 
and grief counseling to a crew member's family 
in the event of a tragedy. 

Enterprise archaeologist Marla Aster, for 
example, dies on an away mission in 2366, 
making her son Jeremy the responsibility of 
Counselor Deanna Troi and Commander 
William T Biker until arrangements can be 
made for the boy's care. Children are 
sometimes allowed to stay aboard ship under 
similar supervisory conditions when their parent 
or parents are away on sabbatical. 

Not all captains are comfortable with the 
notion of having whole families placed in their 
care. There are various reasons for this: some, 
like Captain Jean-Luc Picard, are not 
comfortable dealing with children; others worry. 


O Tom Paris and B'Elanna Torres marry in 
early 2377 after a somewhat stormy 
relationship. Their love is sealed some 
months later when B'Elanna falls pregnant. 


O In 2368, Worf is responsible for helping 
create a new family aboard the 
ENTERPRISE when he assists Keiko O'Brien 
in the birth of her daughter, Molly. 


O Wesley Crusher is permitted to join his 
mother, Beverly, aboard the U.S.S. 
ENTERPRISE NCC-1701-D in 2364. 


O Lt. Worf takes responsibility for young 
Jeremy Aster in 2366 when the boy's 
mother is tragically killed. 
































O Captain Jean-Luc Picard meets with the 
ENTERPRISE children who are abducted 
by the Aldeans in 2364. 


O The ENTERPRISE'S saucer separation 
facility allows family units to escape to 
safety in the event of a hazardous situation. 


O Four Borg children board the U.S.S. 

VOYAGER NCC-74656 in 2376, adding 
to the ship's complement of youngsters. 



O VOYAGER'S crew instigate numerous 
events - such as a science fair - to 
educate and entertain the children aboard. 



with some justification, that civilians are being 
exposed to great danger. Serving on a starship 
involves accepting certain risks, but it can be 
argued that the children in particular do not 
make this choice. 

Safeguarding the families becomes one of the 
senior crew's chief considerations. In early 
2364, when the Enterprise's power systems are 
incapacitated by the last outpost of the Tkon 
Empire, Picard diverts the last vestiges of 
power to the family decks so that they last 
longest. A radiation threat later the same year 
spurs Dr. Beverly Crusher to order families to 
be grouped in the interior corridors under 
radiation protocol. The gravity of a likely 
confrontation with the Dominion in 2370 is 
indicated when Captain Keogh of the U.S.S. 
Odyssey NCC-71832 chooses to offload all 
families and non-essential personnel to the 
relative safety of Deep Space Nine before 
traveling through the Bajoran wormhole. 

Special provision to protect families and 
civilians is built into Galaxy-class vessels through 
the saucer separation procedure. The ship's 
non-commissioned complement is evacuated to 
the saucer section, which then detaches from 
the secondary hull and hangs back from 
dangerous situations. The crew of the 
Enterprise execute this maneuver on several 
occasions, including their first encounter with Q, 
and an attack on the starship at Minos, both in 
2364. The saucer section also becomes the 
salvation of the Enterprise crew and their 
families in 2371, when a desperate battle with 
the Klingon sisters Lursa and B'Etor 
precipitates a warp core breach. 

Civilians and families are evidently well-drilled 
in evacuation and escape techniques, as well as 


taught to react calmly in the event of an 
emergency. They walk in a brisk but orderly 
fashion to their allotted escape route, be it a 
Jefferies tube, turbolift, transporter, or - in 
the event that an evacuation occurs while 
docked at a starbase - a connecting portal. 

Oversights are, however, known to occur. 
During the Enterprise's final evacuation, Lt. 
Commander Geordi La Forge discovers a 
group of preschool children who have been left 
in a corridor without supervision. He and other 
officers lead them to safety. The vast majority of 
civilians survive this dire emergency without 
serious injury, despite the subsequent crash 
landing of the saucer section on the planet 
Veridian III 

Chonpe ofM 

The more uncertain times of the 2370's, with 
further incursions by the Borg and the threat of 
war with the Dominion, force Starfleet to 
reconsider its policy of including families aboard 
starships. Newer designs such as the Intrepid 
and Def/ant classes do not cater for civilians. 


though this does not prevent Voyager- 
stranded in the Delta Quadrant in 2371 - from 
becoming a generational ship when Naomi 
Wildman is born, and a number of children are 
liberated from the Borg collective and brought 
on board. 

The end of the Dominion war in 2375 will 
perhaps see the focus again placed on family 
life aboard starships. 


O The teachers in the school aboard the 
ENTERPRISE try to ensure that the 
children and their parents get plenty of 
opportunity to do things together. 


Darh shies 


The presence of families aboard starships can create unforeseen problematic 
situations. Aboard the U.S.S. Enterprise NCC-1701-D, these include a perceived 
hostage situation involving a child and a Klingon renegade in 2364, and a plasma- 
based life form that befriends a little girl and places the starship in danger in 2368. 

The fact that there are children aboard the vessel also leads to a major incident in 
2364, when the fabled Aldean people abduct the finest of the starship's minors to 
provide their sterile race with another generation. The parents affected are invited to 
, . ^ r* f ® briefing with Captain Picard and 


V \ Isabella is a plasma-based life form 
manifesting as the imaginary friend 
of young Clara Sutter. 


Counselor Troi in which the situation is 
explained and they are given a forum to 
voice their concerns. The crisis is 
eventually alleviated when an Enterprise 
away team discovers the source of the 
Aldeans' power. 


A Captain Picard and Clara Sutter 
attempt to determine Isabella's real 
intentions aboard the ENTERPRISE. 
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SHIP: 


U.S.S. ENTERPRISE NCC-1701-13 


SYSTEM: 

TRANSFORMATIONS TO SHIP’S STRUCTURE S SYSTEMS 




^ I 







Througliout its operoiionol life [ime [he creiu of the II.S.S. Enterprise NCC- 
//Mhove encouniered mong unusual sites - but none more so than those 
that affect the very starship that the Meet personnel live anil uiorh ahoard. 


O A series of malfunctions in critical 
systems aboard the ENTERPRISE in 
2366 are tracked to invidium leaking from 
supposedly secure containers. 


O Wesley Crusher's experiments 
with nanites lead to a sentient 
version of these microscopic robots. 

O Negotiation with the nanites is 
only possible by Lt. Commander 
Data allowing them to take control of 
his android body. 


U nder the command of Captain Jean-Luc 
Picard, the U.S.S. Enterprise NCC-1701-D 

carries out a number of hazardous missions 
during its extensive exploration of the Alpha 
Quadrant and beyond. The safety of a ship and 
its crew are paramount in Starfleet's priorities, 
with all vessels subject to periodic inspection, 
maintenance, and upgrading of both primary and 
secondary systems. Despite the integration of 
multiple redundant systems, however, new or 
alien technology proves to have adverse and 
potentially disastrous effects on the Enterprise 
on several occasions. 

Computer virus 

In 2365, Captain Donald Varley of the 
U.S.S. Yamato A/CC-77507discovers the 

whereabouts of the fabled Iconians, a 
technologically advanced civilization destroyed 
200000 years previously. Iconian weapons 
technology is legendary, and in an attempt 
to prevent the Romulan Star Empire from 
accessing this information Varley exposes his 
vessel to a still functioning Iconian computer 
weapon that transmits a destructive computer 


O Wesley Crusher's evolving nanites force 
the Starfleet crew to consider all 
possible routes to retrieve control of the 
U.S.S. ENTERPRISE NCC-1701-D. 


program to an enemy ship's systems. The 
Yamato is subsequently destroyed when it has a 
total warp field containment failure, but enough 
fragments of the original Iconian transmission 
are uploaded to the main computer of the 
Enterprise prior to its sister ship's destruction 
to cause a similar systemwide failure. The 
destruction of the Enterprise is eventually 
prevented by Lt. Commander Geordi La Forge 
instigating the ship's own self-correcting 
mechanisms, but the Iconian software weapon 
perfectly illustrates the vulnerability of Starfleet 
systems to sophisticated technology. 

Nonite monipulation 

The following year, Wesley Crusher's 
genetics experiment with nanites goes awry 
and the microscopic robots begin to replicate 
at an exponential rate within the Enterprise's 
computer system causing a cascading failure 
in power, weapons, communications, and life 
support systems. The nanites evolve into a 
sentient race, and Captain Picard refuses to 
destroy this new life form despite their 
alterations to the Enterprise's computer 
systems, and the protestations of Dr. Paul 
Stubbs who is conducting experiments aboard 
the ship. After a potentially fatal stand-off the 
nanites are rehoused on Kavis Alpha IV, and 
even help to reconstruct the main computer 
core in order for Dr. Stubbs to complete his 
experiment on neutronium decay 

Later in 2366, Lt. Commander La Forge is 
faced with a series of seemingly inexplicable 
computer malfunctions that rapidly evolve into a 
potentially catastrophic situation; the Enterprise 
begins to accelerate out of control and with only 
a few minutes left until the entire ship tears 
itself apart. La Forge and Lt. Reginald Barclay 
eventually track down the systems failures to 
the accidental spreading of invidium from a 


O The U.S.S. ENTERPRISE NCC-1701-D's 
computer is affected by the Iconian 
technology that nearly proves disastrous. 


O Iconian technology is so disruptive that 
Lt. Commander La Forge is put to the 
test when clearing it from the computer. 

Mikulak medical container broken some days 
previously. Starfleet formerly used invidium in 
medical field containment, and as it is 
undetectable to the normal ship's sensors its 
dangerous spread goes unchecked around the 
vessel. Invidium is transferred by touch, and can 
affect various high power systems including 
warp drive; flooding parts of the drive systems 
with gaseous cryonetrium eventually halts the 
contamination, thus allowing the ship to be 
brought under control. 

Lt. Barclay carries out a number of 
revolutionary modifications on the Enterprise 
while under the influence of the Cytherians in 
2367, when he hard-wires his super-intelligent 
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STRANGE NEW LIFE 


O The interior of the U.S.S. ENTERPRISE 
NCC-1701-D is thoroughly altered by 
the D'ARSAY ARCHIVE in 2370. 


O Captain Jean-Luc Picard is fascinated by 
the artifacts created by the D'ARSAY 
ARCHIVE, despite the effects to his ship. 


enhanced brain into the ship's computer and 
effectively takes control, propelling the vessel 
30000 light-years to the Cytherian homeworld 
where they exchange cultural information for a 
chance to study the Starfleet crew. Ultimately 
Barclay is returned to normal and loses all 
memory of the changes he has made - but no 
harm is caused to the ship's systems or crew 
despite the integration of Reg's alterations. 

Two years later in 2369, a number of strange 
events are triggered after the extremely dense 
globular cluster FGC-13 is mapped thanks to a 
series of sensor array modifications carried out 
by Geordi La Forge. False sensor readings occur 
around the ship and several crew members 
experience unusual medical symptoms, 
including Commander William T. Riker. It 
transpires that La Forge's experiments have 
attracted an alien particle stream that cannot 
ordinarily exist in this universe. Further 
investigations after the detection of intense 
levels of tetryons within the ship, reveal that a 
number of Solanagen-based life forms have 
created a small pocket of their own subspace 
domain within the Enterprise, and are carrying 
out a series of terrifying experiments on selected 
members of the crew. The spatial rupture that 
they use to access the ship is eventually closed 
through the use of a coherent graviton pulse. 

D'Rrsoij chonoes 

In 2370, a number of dramatic changes take 
place within the Enterprise when a scan of an 
87 million year old comet containing a D'Arsay 
Archive begins to transform the starship and 
imbues Lt. Commander Data with several 
different personalities from this extinct 
civilization. Several alien artifacts appear aboard 
the ship, and Ten-Forward is transformed into a 
tropical jungle after the massive cultural archive 
stored within the comet sends an energy pulse 
into the ship through a tractor beam. A series of 
iconic symbols are also transposed aboard the ■ 
Enterprise, and as the archive uses the ship to 
recreate its own culture. Main Engineering is 
also transformed. La Forge eventually locates 
the transformation program, and after 
interpreting the ancient power struggle 


O Lt. Reginald Barclay is able to effect 
considerable changes to the 
ENTERPRISE when he is given access to the 
immense knowledge of the Cytherians. 

between the chief protagonists, Masaka and 
Korgano, the ship's systems are purged and 
Data returns to normal. 

During the same year a series of unexplained 
mechanical malfunctions occur aboard the 
Enterprise, including faults in the holodeck and 
the vessel suddenly taking itself to warp. An 
investigation shows that the ship appears to be 
developing its own intelligence thanks to a 
series of interconnecting nodes converging in 
the holodeck that is allowing the computer to 
represent different aspects of the ship through 
holocharacters. In cargo bay 5 a glowing form in 
the shape of a molecular image appears and the 
ship does everything to protect this object, even 
feeding it vertion particles from a nearby white 
dwarf star via the tractor beam. Disaster for the 
crew is averted when more vital particles are 
generated, allowing the new life form that the 
Enterprise has generated and nurtured to 
eventually leave the ship, returning the vessel to 
its normal operating parameters. 


O The 

Cytherian- 
inspired 
alterations to 
the ENTERPRISE 
allow the 
Starfleet crew to 
make peaceful 
contact with this 
advanced and 
reclusive race. 
Their 

technological 
additions are 
later removed, 
however. 


O The Solanagen-based life forms are able 
to access the interior of the 
ENTERPRISE and kidnap crew members. 


O The Solanagen-based aliens are 

able to create a subspace pocket that 
resembles their own unique domain. 


Exrraordinorii birth 


The development of an 
emergent life form aboard the 
U.S.S. Enterprise NCC-1701-D in 
2370 occurs after the starship 
passes through a magnascopic 
storm in the Mekorda sector. 
The tumultuous spatial 
phenomena causes a number of 
the Enterprise's systems to link 
together, and over a period of 
several hours a semi-organic life 
form begins to develop. 

Attempts to restrict the 
manipulation of their ship 
results in the Enterprise 
protecting its offspring - even 
to the point where it threatens 
the lives of the Starfleet 
officers. The crew can do little 
but allow the birthing process 
to reach its natural conclusion. 


◄ The crew 
of the 

ENTERPRISE 
must negotiate 
the bizarre 
metaphorical 
developments 
within the 
holodeck as 
the life form 
grows. 


^ The 
^ emergent 
life form 
develops 
within one 
of the U.S.S. 
ENTERPRISE'S 
cargo bays. It 
is unlike 
anything that 
the crew have 
encountered 
before. 
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DEEP SPACE NINE 
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STATION: 

DEEP SPACE NINE 

SYSTEMS: 


MAIN FUSION REACTOR FUEL STORAGE 




O The DEEP SPACE NINE station core is 
underlit in an intense red that narrows 
like a conical beacon. This acts as a warning 
indicating this as an off-limits area. 

\ 


Deep Space Nine s fusion reactors ore pomered bij deuterium mhicli is stored in 


0 series oftonlrs in the loiuer core. 


D eep Space Nine is powered by a nuclear 
fusion generator that relies on a steady 
supply of deuterium. Since deuterium 
cannot be replicated, large quantities of it are 
stored on the station. These supplies are more 
than sufficient to sustain the station for 
extended periods, and Starfleet maintains a 
fleet of deuterium tankers that can deliver 
substantial supplies to any part of the 
Federation within a few days' notice. 

Deuterium is an essential component in 
almost all starship and starbase engines and is 
used in both warp and fusion reactors. It is an 
unusual hydrogen isotope - most hydrogen 
atoms have a proton in the nucleus and an 
electron in the first orbital shell; deuterium 
differs in that it also has a neutron in the 
nucleus. It can be made by a process called 
electro-centrifugal fractioning from a number 
of substances such as snow, seawater, and 
cometary nuclei. 

Fuel porticulors 

On starships, deuterium is stored in a semi- 
frozen state known as slush deuterium, 
however, since Deep Space Nine does not have 
to maneuver there is no need to transfer 
deuterium around the structure to maintain 
balance, and the fuel can be stored at much 
lower temperatures in a completely frozen 


The large deuterium 
tanks are positioned 
in a horizontal state 
toward the highest 
part of DEEP SPACE 
NINE'S lower core. 


The small deuterium tanks are 
stored in the lower section of the 
reactor core. They are positioned 
in a vertical alignment. 


State. Deep Space Nine's storage tanks are 
kept at -262.35 Celsius; at this temperature, 
deuterium becomes a semibrittle material. In 
this frozen state, the fuel is much more dense, 
and as a result a cubic meter of completely 
frozen deuterium generates more energy than 
the same volume of slush deuterium. 

The deuterium is all stored in the lower core, 
near the reactor it supplies. In the original 
Cardassian design, the station had 13 
deuterium storage tanks; by the time Starfleet 
take control of the facility in 2369, however, this 
has been reduced to just 12. 

As of 2369, there are six large storage tanks, 
which are installed horizontally on level 30 (two 
decks below the habitat ring) at 60 degree 
intervals around the station's centerline. These 


Location: 

□EEP SPACE NINE 
STATION CORE 
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O DEEP SPACE NINE has many systems 
that require a power supply. The shields 
are of great importance to protect the 
station's inhabitants from any attack. 



tanks are supported by six smaller surge tanks, 
which are located further down in the lower 
core, on level 32, in a vertical alignment. 

Tanli dimensions 

The larger tanks are just over 30 meters long, 
and have a diameter of 9.44 meters; each of 
these tanks has a storage capacity of 12669.5 
cubic meters of deuterium. The surge tanks are 
approximately two-thirds of the size, and can 
store up to 603.55 cubic meters of deuterium. 

The thirteenth tank was originally installed in 
the outer shell of the station at the junction of 
the mid-core and one of the three crossover 
bridges. This tank appears to have been used to 
store a back-up supply of deuterium, reducing 
the frequency with which tankers had to visit 
the station. It was critically damaged before the 
Cardassians withdrew from Bajor, and Starfleet 
has not deemed it necessary to replace it. This 
is in part because the station no longer 
performs ore processing operations, and 
accordingly needs less power. 

The 12 surviving tanks supply the six fusion 
reaction chambers, which make up the fusion 
reactor. Shortly before it is required, the 
appropriate amount of deuterium is warmed by 
marginally over 3 degrees kelvin so that it is in 
slush form. This is accomplished within the 
main storage tanks, and is necessary in order 
to transfer the deuterium around the system. 
Once it has been warmed into this thick liquid 
form, the deuterium is transferred to six holding 
tanks, which are directly connected to the fuel 
conditioning blocks that inject it into the reaction 
chambers in the form of fuel pellets. 

Supply and demand 

The flow of deuterium from the tanks to the 
reactors is automatic, and thus controlled by the 
computer. It is monitored from the engineering 
station in Ops, from where personnel can take 
direct control of the system if necessary. 

Starfleet has also connected the deuterium 
storage tanks to a series of auxiliary fusion 



O DEEP SPACE NINE has the ability to 
move location thanks to the thrusters 
which are powered by the deuterium fuel 
storage supply in the core of the station. 


O Officers aboard DEEP SPACE NINE are 
able to monitor fuel levels at all times 
from Ops. It is the best location to keep an 
eye on all the station's systems. 


O lt is Chief Miles O'Brien's job aboard 
DEEP SPACE NINE to ensure that fuel 
levels are kept at optimum levels and that 
its storage is safe. 

generators that supplement the original 
Cardassian system. 

Both the main and surge tanks share a basic 
design with rounded ends. The thickness of the 
walls varies between 1.76 centimeters and 3.61 
centimeters. They are constructed from 
alternating layers of plasma expanded insulating 
foam of polysilica boronite and spin-cast 
anodium arkenide. The tank walls are 
constructed to minimize temperature changes - 
if they were completely isolated, they would 
only allow the temperature of the deuterium to 
rise by a tiny fraction of a degree every day. This 
minute warming effect is compensated for by a 
combination of embedded thermal wicking 
assemblies and diffusion stage vacuum 
gettering pumps. 

DeolinQ uiitli redundoncij 

All the apertures and connection points in the 
fuel tanks were constructed by the Cardassians 
using narrow-band matter disruption tools. 

There are doubly redundant fuel conduits, 
which supply the generator system, emergency 
vents, and supply connect points which can be 
used to recharge the tanks. The supply conduits 


are multiple wall insulated. 

The safety of the deuterium storage and 
distribution system is of course paramount. 
Microfractures and degraded insulation pose 
a real threat to the system, and oversupply 
of deuterium to the reactors could cause a 
catastrophic overload. Starfleet protocols call for 
the pumps and conduits to and from the main 
storage tanks to be inspected every 3400 hours 
on a rotating basis. The secondary tanks, vents, 
and purge lines are used less intensively and as 
such are only inspected once every 6400 hours. 
During operation, the computer system 
constantly monitors the fuel supply conduits 
to insure that they are operating correctly. 

Secondarij use 

The deuterium tanks also form an essential 
part of Deep Space Nine's self-destruct system. 
This operates by overloading the reactor and 
causing a massive explosion. In itself, this 
explosion would only disable the station and 
would not vaporize it; however. Deep Space 
Nine is designed in such a way that the 
shockwave from such an explosion would 
rupture the deuterium storage tanks and fuse all 
the deuterium, generating a far larger explosion 
which theoretically should destroy every 
element of the station - even vaporizing part 
of the debris field. 
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Katliriin Janeuioi] as Queen Drachnia 



iilt 


Captain Kathryn Janeway has manij strings to her bom, including Starfleet 
captain, explorer, diplomat, and scientist. In S375, she adds melodrama to her 
resume mhen she dons the mantle of Arachnia, Queen of the Spider Peopie. 


n rachnia, Queen of 

the Spider People, 

is a pouting 
villainess in the 
proudest 
nrielodramatic 
tradition. She is the 
evil ruler of a great empire, 
and she vamps it up as 
much as she camps it up. 
Her audacity and glamor 
have the males of the 
species hanging on her 
every word, and she is 
thoroughly prepared to use 
this to her every advantage. 
She likewise thinks nothing 
of betraying these foolish, 
lovelorn men. 

The arachnid monarch 
hails from The 
Adventures of Captain 
Proton,' a 1930's-vintage 
Earth science fiction series. 
It was played in episodic 
installments in the popular 
two-dimensional cinemas 
of the day, with a 
sensational cliffhanger 
designed to bring an eager 
audience back for the next 
thrilling entry. Arachnia's 
first appearance is in 
Chapter 3, but she features 
in a number of episodes, 
including Chapter 16, 'Spell 
of the Spider,' and Chapter 


18, 'Bride of Chaotica!' 

Arachnia is revered and 
pursued by one evil genius 
in particular - Dr. Chaotica, 
the foremost villain in 
Captain Proton's universe. 
He has been trying to form 
an alliance with the deadly 
ruler since the early 
chapters; but more than 
this, he is desperate to 
arrange a connubial 
partnership. He longs for 
someone by his side who 
understands the pressures 
and frustrations of ultimate 
evil, and he knows Arachnia 
will satisfy him in a way 
that his harem of beautiful 
females never could. 

Her evil lueb 

Certainly Arachnia and 
Chaotica are birds of a 
feather. The queen 
understands that one 
must always do things for 
oneself when one is an evil 
genius, as underlings with 
all their incompetence will 
only get in the way. She 
even sends the insane 
scientist a bottle of her 
pheromones, which he 
keeps on a pedestal next to 
his throne, the seat of his 
power. This is an indication 


PROFILE OF 
THE OUEEN 


Hrochnia, Queen of the Spider 
People 

CopfainKaUiriinJaneuiao 
Eviliempfress 
Tlie spurned Dr. Chaotica, 
and the hapless Lonzah 
Rrachnia is the most 
pouierful, hiipnoticallii ravishing evil 
genius in the Fifth Dimension. She 
seehs to dominate all uiithin her ever 
expanding silhen meb. 

Iride of Chaotica!'[VOV] 


A Arachnia, Queen of the Spider People 
is a Fifth Dimension mastermind who 
unscrupulously exploits her voluptuous 
feminine wiles ~ the end justifies the means. 


of Arachnia's guile, 
however, as Chaotica falls 
helplessly under her spell at 
the faintest whiff. That 
gives her an advantage. 

Chaotica's romantic and 
military overtures are 
apparently wasted on 
Arachnia. She ignores his 
offer to join him in battle 
so they may rain down 
destruction on the Fifth 

^ Listening to sweet nothings 

Queen Arachnia of the Spider 
People deigns to lend her ear to 
her hapless suitor. Dr. Chaotica. 

★ Queen Of Chaos 

Arachnia is graced with the beauty 
of Nefertiti, the brains of Cleopatra, 
and the worship of Chaotica. 

★ Duplicitous diva 

The Fifth Dimension is too small for 
two evil geniuses, and Arachnia 
takes some affirmative action. 


Dimension. She does not 
respond even when the 
doctor captures Constance 
Goodheart - the orally- 
challenged secretary and 
sidekick of Captain Proton - 
to present to her as a 
sacrifice. 

Feimne fatale 

This chilly rejection 
makes her unannounced 


appearance at Chaotica's 
Fortress of Doom on 
Planet X all the more 
extraordinary. She is a 
vision, resplendent in an 
outrageous clinging, high- 
backed frock. She has 
perfected a slinky gait, and 
walks with one hand in the 
air in regal fashion. Her dark 
hair is piled high upon her 
head in an ornate fashion. 
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She falls back on uncorking 
Arachnia's vial of pheromones, 
influencing the hapless Lonzak, 
Chaotica's right-hand man, to free 
her. She takes control of the 
situation once more. The enraged 
Chaotica cannot help blit admire 
her passion and strength - 
together they could conquer the 
universe, he says, if only Arachnia 






Arachnia shoots Dr. Chaotica 
with his very own ray gun - the 
ultimate insult; or is it? 


REVISITING ARACHNIA 


Captain Kathryn Janeway is propelled into the Fifth Dimension 
again in 2377, when the U.S.S. Voyager NCC-74656 is fractured 
into 37 different time periods by a chrono-kinetic potential. This 
Janeway hails from a time before the starship was propelled into 
the Delta Quadrant by the Caretaker, and thus she has never 
experienced Dr. Chaotica or her spidery alter ego. 

Chaotica recognizes her, however, when she and Commander 
Chakotay are taken prisoner by Lonzak and more of the evil 
doctor's lackeys. Chaotica takes a dim view of Arachnia tricking 
him, and refusing to marry him. He knew she would return one 
day - so she could die at his hands. 

Janeway, urged to play along by Chakotay, turns in a half-hearted performance that does not fully 
capture her previous - or future - magnificence in the role. She claims she has come to warn 
Chaotica of a fiendish plot, and he does not take much convincing that Arachnia really does love 
him. He says they will rule the cosmos together and grind their enemies into dust. 

No amount of evil laughter can alter the situation for Chaotica, however. He is tricked into 
opening a panel behind some rocks, and injecting the exposed gel pack with a neutralizing potion - 
which is exactly what the Starfleet officers need him to do. Arachnia offers to disarm all such 
suspect devices throughout his realm, and is released to do so. 


Dr. Chaotica is feeling vengeful 
when he straps Janeway into his 
cradle of persuasion. 


She also bears a remarkable 
resemblance to Kathryn 
Janeway, captain of the U.S.S. 
Voyager NCC-74656. 

Janeway's path to playing 
Arachnia is a tangled one. Chaotica 
has declared war on a real-life 
photonic species who are 
unaware of his fictional origins. The 
captain must step into the breach 
and shut down Chaotica's 
lightning shield and death ray to 
prevent further killing. Ensign Tom 
Paris, who dreamt up the Proton 
holodeck scenarios in the first 
place, provides her with 
information on Arachnia's 
voluptuous character and 
background, as well as a crash 
course in Proton terminology. 

Mistress of masquerade 

Janeway's dedication to her craft 
is admirable; she assumes the role 
of deadly seductress with gusto. 

She makes a meal of the grandiose 
language and hyperbolic prose she 
is required to spout, and she 
successfully appeals to Chaotica's 
megalomaniacal ego. She plays up 
to him, and fakes interest in all of 
his playthings, such as the feared 
cradle of persuasion. The evil 
doctor fawns over her every move : 
and whim in return, and he even I 


★ Trapped 


Caught in Dr. Chaotica's 
confinement ring, 
Arachnia, Queen of the 
Spider People has no 
escape. It appears she has 
been caught in another's 
wicked web. 


it Diva from lire darRside 


The weighty authority in Captain 
Kathryn Janeway's sultry voice is 
the perfect tone and timbre for 
Queen Arachnia. 

offers her a throne beside his, 
laden with the most precious 
jewels and the softest silk. 

Janeway gets straight to the 
point, as would the cunning 
Arachnia. She tells Chaotica there 
will be time enough for romance 
after they have defeated their 
common photonic enemy. The 
scientist is not, however, so far 
under the spell of his beloved that 
he will immediately lower the shield 
and leave his fortress defenseless, 
as even an ally might seize such a 
moment to steal his throne. 

His solution is for Arachnia to 
immediately become his bride - a 
development that does not overly 
thrill Janeway. She takes the first 


"Forgive me. It's just that the air itself seems to 
vibrate in gour presence." 

- Dr. Chaotica piles the superlatives upon his cherished Queen Rrachnia 


opportunity to stun a guard and 
turn his weapon on Chaotica, 
earning herself the title 
"impetuous harlot." Janeway is 
then trapped within Chaotica's 
confinement rings, a particularly 
cunning piece of palace hardware. 


would end the madness. 

Arachnia's final answer is that 
the wedding is off, and Janeway 
shoots Chaotica to underscore the 
fact. She then contacts Proton - 
alias Tom Paris - and tells him the 
path to the Fortress of Doom is 
clear. Chaotica gasps his last vow 
of revenge with his beloved 
Arachnia kneeling over him. He 
knows their love was not meant 
to be, and Janeway knows why. 

Captain Janeway appears to 
have rather enjoyed her 
melodramatic stint as one of the 
most evil women in the universe, 
but she is nevertheless relieved to 
hang up her frock and return to her 
more usual station of captain. 




★ Sceniofflujoiuan 

Arachnia is all tied up, but 
Lonzak cannot resist her natural 
charms, and soon frees her. 


^ Spideruiomon 

Arachnia is the nexus of her 
threaded world. It spins out 
from her, like the symbolic 
collar she wears that reveals 
her roots and power. 


★ llie soflioucli 

Arachnia fondles 
Dr. Chaotica's most 
coveted tool of 
domination - the 
death ray. She wishes 
she had her own. 
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THE NEXT GENERATION. 


He is a member of 


this alternate future, Barash 
plays Biker's son, Jean-Luc, 
named for the Enterprise's 
former captain, Jean<Luc 
Picard. His mother in this 
alternate future is a woman 
named Minuet, who took 
over as counselor on board 
the Enterprise when 
Deanna Troi left the ship. 
Minuet was subsequently 
killed in a shuttle accident. 


Jean-Luc/Barash is about 
12 years old, slim, well- 
groomed, with a thin face 
and tidy brown hair. There 
is a slight reddish skin 
discoloration around his 
eyes. He wears a pantsuit 
of several different shades 
of gray, except when 
playing parrises squares, 
when he wears a tight blue 
bodysuit with areas of black 


padding. 

In the alternate future, 
Jean-Luc/Barash's leisure 
activities include learning 
how to play the trumpet. 

He puts too much pressure 
on the mouthpiece, 
however, and complains he 
can't get a good tone with 
his trumpet. He also enjoys 
parrises squares, an athletic 
game involving competition 


was invaded, his mother, 
knowing her enemies 
would never rest until they 
found her, took Barash to 
this distant world, and hid 
him in the cavern hoping 
the invaders would not 
discover him. Now she is 
assumed to be dead, like 
the rest of Barash's people, 


The neural scanners read 
Biker's mind, and construct 
an extensively-detailed 
illusion for him which takes 
the form of an alternate 
future, 16 years hence, 
where Biker is commanding 
officer of the Enterprise. In 


Barash is given some words of 
encouragement from his surrogate 
father. Barash bonds with his new 
dad, who says he loves him despite 
having no memories of his infancy. 


Barash faces his 
pseudo-father, the 
now Captain 
William T. Biker, 
in his family 
quarters. Biker 
does not recall 
having a son. 


Barash has his wrist 
mended by Dr. Beverly 
Crusher when he injures 
himself playing the 
popular team sport 
parrises squares. 


A portrait reveals the 
wholesome family of 
Barash's dreams: his 
beautiful mother 
Minuet, his successful 
father Will Biker, and 
himself, Jean-Luc, the 
cherished son. 


^ Barash presents himself as a 
^ young boy, similar in age to his 
alien form, in hopes of maintaining 
William Biker as his new father. He 
is lonely and needs to feel loved. 


Barash is a lonelij alien cliiid, a refuoee in a hidden asijlum on Alpha Onias III, 
neural scanner for stimulus. He is desperate for companii - as necessarij to survival 
shelter and food - and creates a nem familij uiith a hidnapped officer as his father. 


as 
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arash is an alien 
iild of 

indeterminate age. 

an insectoid species, 
with large 
green eyes and 
golden skin. His bony 
fingers are constantly 
moving, seemingly for no 
reason. He wears a light 
grey tunic. 

Sole survivor 

Barash lives alone in a 
cavern filled with a variety 
of gases: sulphur dioxide, 
methane, and hydrogen 
sulphide. His cavern is two 
kilometers beneath the 
surface of the planet Alpha 
Onias III, which is close to 
the Neutral Zone. Alpha 
Onias 111 is not his native 
home olanet; when that 


In order to protect him 
from discovery by any 
hostile forces, Barash's 
mother placed several 
neural scanners in the 
cavern. These scanners 
also serve another purpose: 
they read Barash's mind 
and give him, he says, 
anything he wants. And 
what Barash wants more 
than anything is company. 

On Stardate 44286.5, 
the neural scanners probe 
the U.S.S. Enterprise 
NCC-170I-D. Investigating 
the incident, an Enterprise 
away team, led by 
Commander William T. 
Riker, beams into Barash's 
cavern. Barash contrives for 
two members of the team 
to be beamed back to the 
Enterprise, but he has other 
plans for Riker. 


Borosh 
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Riker tells Barash that he is 
welcome to join him aboard the 
U.S.S. ENTERPRISE NCC-1701- 
D, and find a new home. 


The young Jean-Luc 
wants to emulate his 
chosen father, and 
attempts trumpeting. 


Riker and Ethan 
try to devise an 
escape route 
out of the 
Romulan prison 
camp. 


Barash switches scenarios when 
Riker discovers his captaincy is 
illusory. He and Ethan - Barash's 
new name - are captives. 


Jean-Luc watches as 
Riker gives him a 
personal demonstration 
on the intricacies of 
trumpet playing 

technique - soft lips. _ 

between two teanns of four 
players, but he breaks his wrist 
during one match. He tells Riker 
the two have visited Curtis Creek, 
a program on the holodeck, many 
times for picnics and fishing. On 
one such occasion he, Minuet, and 
Riker all fell in the water. 

liemorij monipuldiion 

Riker, suffering from memory 
loss in the alternate future, is at 
first upset that he cannot 
remember, for example, his son's 
first step, or first tooth. The neural 
scanners have erred, however, in 
choosing from Riker's memories 
Minuet to play the part of his dead 
wife and Jean-Luc/Barash's mother 
- Minuet was nothing but a 
character in one of Riker's favorite 
holodeck programmes. Riker 
eventually realizes that what he is 
experiencing is merely an illusion. 

The neural scanners immediately 
construct a second illusion: one in 
which Riker is being held captive by 
the Romulans, who constructed 
the first illusion in an attempt to 
discover the whereabouts of 
Outpost 23, the key to all of 
Starfleet's defenses in the Neutral 
Zone. In the second illusion, 

Barash plays a human boy named 
Ethan, of the same physical 
appearance as Jean-Luc/Barash 
except that he wears a ragged, 
olive green outfit that leaves his 
legs bare below the knees. Sharing 
a cell with Riker, Ethan/Barash is at 
first scared of him, but soon calms 
down and explains that he had 
lived with his parents on board a 
new research station, Meridian VI, 
on the edge of the Neutral Zone. 

His parents had been taken away 
by the Romulans. Ethan/Barash 
himself had escaped the 
Romulans' clutches once, he says, 
and had hidden in a forgotten 
storage room whose rocks 
contained heavy metals that 


blocked the Romulans' sensors. He 
was there for weeks, only being 
discovered when he left the room 
to forage for food. These earlier 
excursions allowed him to map out 
the Romulan headquarters. During 
an escape attempt with Riker, 
Ethan/Barash proves a good fighter. 

Ethan/Barash gives the second 
illusion away when he mistakenly 
refers to the Romulan Tomalak as 
ambassador, a title the Romulan 
had held in the first alternate future, 
but does not hold in real life. Riker 
deduces that he is again caught in 
an illusion - and Barash stands 
revealed. 

Lonelij cidno more 

The young alien explains to Riker 
that he meant no harm; he was so 
desperate for the company of a 
living, breathing being and thought 
Riker would be happy. Reverting to 
his true, insectoid physical form, he 
accepts Riker's invitation to 
transport to the Enterprise - ready 
to begin his life again, safe from 
harm and at last no longer alone. 


PROMOTING ILLUSIONS 


idniiral" Jean-Luc Picard 

The first illusion created by the alien child 
Barash's neural scanners for Commander 
William Riker of the U.S.S. Enterprise NCC- 
1701-D is of a time period 16 years in the 
future. In this alternate future, the Enterprise's 
captain, Jean-Luc Picard, has been promoted 
to Admiral. 

Starfleet are close to achieving peace with 
the Romulans, and when not working at 
Starfleet Command Admiral Picard travels on 
the Romulan Warbird Decius. Picard dresses in 
the Starfleet admiral's uniform of 
an unbelted red tunic with black and gold 
decoration, and black trousers. His hair is 
longer than it is in real life, and he affects a 
bushy goatee beard. His chief aide is former 
Counselor Deanna Troi. 

Admiral Picard has the same confidence in 
Riker (who is the Enterprise's captain in this 
alternate future) that he has in his first officer 
in real life, and he shows great interest in the 
welfare of Riker's son - in reality the disguised 
alien Barash - who is named after him. 


★ 


After a second 
neural scanner 
error, Barash 
! to 

Riker that he 
is not as he 
seems. 


it Solilarij asylum 

Barash lives alone in 
hiding on Alpha Onias III. 
He has only neural 
scanners for company 
and entertainment. 


1 thouolit \k\ ijou'd 

bG hoppij. -BBiesli 


'^flnalomij ofayouno alien 


Barash reveals his true 
insectoid form to Riker. He is 
alone, and without people of 
his own species. 


^ Naming fall 


Admiral Jean-Luc 
Picard is an important 
diplomatic figure to 
the Romulans in 
Barash's first Riker- 
tailored scenario. 


▼ On admiral and Ills cilief aide 


Admiral Picard presides over his desk on the 
DECIUS with Deanna Troi at his side - she is his 
current number one. 
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Croden 

Croden is condemned os o criminol on Ills tiomeinorld Rakhar, buf his foie is for from seoled 
ujhen on encounter miih the forces of iustice on Deep Space Nine reveots the true noture of 
his crimes. 
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shifters; they once helped 
when he landed on an 
asteroid in the Chamra 
Vortex - Odo is doubtful, 
but Croden opens his locket 
as proof; the contents 
change form, appearing to 
have the same ability as 
Odo. He lends the locket to 
Odo, who in turn takes it to 
Dr. Julian Bashir for 
examination. Bashir 
discovers the locket to be 
an amalgam of organic 
material and some type of 
crystal; it may indeed hold 

^ Prisoner oyoin 

Captain Benjamin Sisko 
and Chief of Security Odo 
look upon the prostrate 
alien Croden with 
puzzlement. They are 
unsure as to why he is 
on DEEP SPACE NINE. 


a clue to Odo's origins. 

Croden is then informed 
that Odo will return him to 
Rakhar for punishment. He 
accepts his fate, and while 
in transport informs the 
constable that he is 
considered a political 
dissident. As punishment 
for his crimes, his 
government dispatched 


security officers who 
murdered both of his wives; 
he then killed the officers 
and escaped. Odo refuses 
to believe his tale, and 
remains highly suspicious. 


Suddenly, a Miradorn 
Vesse/ fires on the 
shuttlecraft. It is Ah-kel, the 


Croden uses a 
stolen Phaser to 
protect himself 
against the 
understandably 
hostile Miradorn 
twin Ro-Kel. 


Croden keeps largely to himself, he has urgent private 
matters to attend to. His appearance is somber, and 
he always wears a conspicuous pendant. 


Croden shows Odo his silver 
locket. He claims it holds 
secrets to the changeling's 
origins; Odo remains highly 
skeptical, but curious. 




Humonoid alien male 


Rahhar 


Refugee 


Yarefh. daughter; remainder 
of relations deceased. 


Croden is a refugee, fieeing 
hishomeuiorid asapoiiticai exiiefor 
criticizing his government. 

’Vortex'[flS9] 


Croden is in political exile, because he 
criticized his government's policies. As 
a consequence, his family was murdered as 
punishment; he managed to escape this 
fate with his daughter, Yareth. 


A 

H B tiding found by 
damaged 

FI shuttlecraft, a 
B B nnysterious alien 
fl I Gamma 

B B Quadrant arrives 
on Deep Space Nine. 

Croden is a humanoid 
alien from an M-class 
planet named Rakhar; it 
is situated approximately 
three light years from the 
wormhole Gamma 
Quadrant terminus of 
the Bajoran wormhole. 
Croden is of average build, 
and has dark brownish hair 
that hangs down iust above 
his shoulders. He is similar 
in appearance to other 
Rakhari people, and has a 
series of cranial bumps 
above his brow that extend 
to his temples. A series of 
grooves begin just above 
his eye sockets, and gently 
taper off toward the end of 
his nose. He is dressed in 
simple attire, but has a 
silver locket that hangs 
down to rest on his chest. 

Croden keeps to himself. 


looking very alone while he 
rests in Quark's bar - Odo 
is instantly suspicious. 

When two twin Miradorn 
nod Quark's way, Odo 
quickly morphs into a glass 
on the tray which Rom is 
preparing to take into a back 
meeting room. 


Shifiijchdracler 

As Quark and the two 
Miradorn discuss the origin 
of a beautiful and ornate 
egg, Croden breaks into the 
room brandishing a Ferengi 
Phaser. Croden seems very 
nervous, but demands that 
the Miradorn hand over the 
precious egg. Croden is 
momentarily distracted by 
one of the Miradorn long 
enough for the other to 
knock him to the ground. 
Just as the melee begins, 
Odo morphs back just in 
time to see Croden fire in 
self defense, killing Ro-Kel, 
one of the twins. Croden is 
then taken into custody by 
Odo and interrogated. 

Croden tells Odo that he 
has heard of other shape- 





























As the trio attempt to return to 
the Runabout, the Miradorn Vessel 
fires upon the asteroid, triggering a 
rock fall that knocks Odo 
unconscious. Croden is left with a 
dilemma; he cannot leave Odo 
behind and escape with his 
daughter. He struggles to carry 
Odo, but returns safely to the 
Runabout and they successfully 
escape. Odo wakes to find Croden 
piloting the Runabout, and 
attempting to out maneuver the 
Miradorn Vessel. Croden is an 
excellent pilot, and keeps the 
attacking ship at bay while Odo 
devises a plan. 

Remembering that the Chamra 
Vortex contains dangerous regions 
of Toh-maire gas, Odo positions the 
Runabout along the edge of one 
such pocket. As the Miradorn 
Vessel powers up its weapons, 

Odo times his move within a split 
second, engaging the ship's 
engines just as the Miradorn fires 
their photons torpedoes, igniting a 
volatile pocket of gas and triggering 
a massive explosion that destroys 
their ship. Odo is able to ride the 
blast safely out of the Vortex. 

Croden is grateful to Odo for 
saving his life, and especially that of 
his daughter. He then musters up 
enough courage to ask Odo for one 


'k ClionyinQ slories 

Croden is forced to finally tell 
Odo the truth; when he is 
tracked after landing on an 
asteroid in the Chamra Vortex. 

remaining, and vengeful, Miradorn 
twin. Odo refuses to surrender his 
prisoner, and attempts to outrun 
the pursuing ship. Unfortunately, 
Odo IS not a combat pilot, and he 
releases Croden in hopes that he 
will pilot them away from the 
danger. Croden enters the 
dangerous Chamra Vortex, which 
is riddled with pockets of explosive 
toh-maire gas. He lands on an 
asteroid, to hide from attack. 


Upon landing Croden flees, and 
Odo takes pursuit. Odo catches his 
prisoner only to learn that his tales 
of changelings are myths, but he 
also learns what the fugitive holds 
most dear, and understands what 
he has been protecting. Asleep in 
a stasis chamber lies Croden's 
daughter, Yareth, the only member 
of his family he was able to save. 


SLEEPING BEAUTY 


mm 


Yareth is Croden's daughter, and the only member of his family 
alive following the attack by the Rakhari security officers. 
Yareth had been hidden in a stasis chamber on an asteroid in 
the Chamra Vortex until her father was able to return. She is a 
bright, young girl with facial ridges similar to her father. Yareth 
awakes from her slumber a little disorientated, and reacts with 
fear when her father informs her that Odo is a security officer. 
Croden reassures Yareth that Odo is here to take her to some 
place safe. 


^ H Raliliori yirl 

Yareth is dressed 
in a brightly 
colored dress of a 
variety of shades 
of red; a peach 
colored sash falls 
to her waist 
diagonally from 
her left shoulder. 
She wears her 
shoulder length 
brown hair pulled 
back from her 
face in a red bow 
at the top of her 
head. 


Croden is freed by Odo, who 
does not return him to Rakhar, 
but to the Chamra Vortex. 


Croden is delighted to be 
reunited with his daughter 
despite the circumstances. 


Odo helps Croden clear the fallen 
rocks from the chamber, and 
watches the silver locket form a 
key to open it. Yareth awakes, but 
hides in fear when she learns Odo 
is a security officer. These events 
give Croden's story a little more 
merit, but he quickly informs Yareth 
that Odo is only here to take her 
someplace safe. Croden informs 
his daughter that he must return 
home to face his punishment. She 
cries out for she knows her father 
will be executed. 


◄ Gralilude 


Yareth is 
extremely 
grateful when 
Odo acts on 
impulse, and 
transports her 
and her father 
to a passing 
VULCAN SHIP. 
The two can 
start a new 
life free of 
fear on 
Vulcan. 


it Togellier again 

Croden and Yareth believe their 
time together is brief - but Odo 
has a change of heart. 


last favor: he requests that the 
changeling look after his daughter, 
since he faces certain death upon 
his return to Rakhar. Just as Odo is 
pondering Croden's suggestion, an 
incoming subspace signal is 
detected. A passing Vulcan Ship 
has detected a major eruption in 
the Chamra Vortex, and wanted to 
make sure the little Runabout has 
not suffered any damage. Odo 
appreciates their concern, and 


is reunited with his 
daughter Yareth. The two will 
forge a new life on Vulcan. 


under the guise of beaming over 
two survivors from a damaged ship 
requests that the ship take Croden 
and Yareth to Vulcan. Croden is 
grateful to Odo and as a symbol of 
his gratification gives him the silver 
locket. Odo tells Croden that he will 
misinform the Rakhari government, 
and tell officials that his charge 
was killed when the Miradorn 
Vessel fired upon the asteroid. 
Croden and his daughter are then 
beamed aboard the Vulcan Ship 
where they prepare themselves for 
a new life away from harm and an 
oppressive regime. 
















Tom Poris' SOtli-Centurij TecImolOQij 





O Tom delights in 
operating his 
television set 
manually in an effort 
to find his favorite 
programs. B'Elanna 
has downloaded a 
variety of shows 
on to the replica. 


Lt. Tom Paris of the Federation sTorship II.S.S. yo^agerllCC-74S5S 
hos long disploged on offiniig for oil [iiings mecdonicol, but it is the 
technologg of o troubled get triumphont century on his home plonet 
of Earth that especially drams his fancy. 


L t. Tom Paris has certainly 
led a checkered life: a 
naturally gifted pilot, 
Starfleet forebears, court- 
martialed for cover-up, 
failed Maquis operative, 
and then making good on 
his second chance aboard U.S.S. 
Voyager NCC-74656 Still, 
numerous hobbies and interests 
are a constant, with the technology 
of his home planet's 20th century 
woven through all of them. 

Perhaps those decades draw 
Paris's affection because the eras 
they bridge overlap his other 
interests. That century dawned 
amid the evolving industrial 
revolution, which saw his beloved 
maritime culture at its most 
powerful, and ended as the space 
age boomed - including the first of 
the Mars missions, the details of 
which young Tom delights in 
memorizing. 

Proclicol opplicohons 

In any event, Paris loves to 
surround himself with 20th-century 
technical anachronisms in his daily 
life; an electric toaster, replicated 
for his quarters to prepare 
browned bread manually, for 
instance. His yen for throwbacks is 
especially so in pop culture and the 
entertainment arena. Captain 
Proton may be just as indulgently 
silly as B-grade horror movies like 
Attack of the Lobster People,' 


Lt. Tom 
Paris 
cannot 
contain his 
excitement 
when he 
discovers 
that B'Elanna 
Torres has 
replicated an 
old television 
set for him. 


but the sci-fi heroes 1930's vision 
of the future reveals insights into 
the era that Paris finds fascinating 
as well as fun. He can get just as 
lost in the technology of that time 
as he can in his own world. 

Enierioinmenifor oil 

It is not just the titles, however; 
Paris gets a kick from recreating 
that era's entertainment delivery 
process itself. For an authentic 
movie-going experience he builds a 
holodeck version of Chicago's 
Palace Theatre - right down to the 
buttered popcorn and 3-D glasses 
- and invites his crewmates along. 
The year before, in 2376, wife-to- 
be Lt. B'Elanna Torres replicates a 
1956-era home television set as a 
gift, offering a similar window on 
the small-screen world. The unit 
is stocked with the period TV 
programs he loves, such as The 
Untouchables,' as well as short 
animated cartoons, and even 
commercials. 

Of all, it is perhaps Paris's love of 
antique Earth ground vehicles - 
and especially its combustion- 
engine era - which has won the 
most notoriety. In fact, he not only 
knows their operating components 
and purposes, but also how to 
distinguish between yearly models 
and makes of these 400-year-old 
vehicles, having done so on sight 
when Jack Hayes's 1937 Ford 
pickup truck is found floating in 

O Animated short films from 
the first half of the 20th 
century are among Tom's favorite 
viewing on his television. 


o 


V 


Tom's passion for the 20th- 
century influences his initial 
designs for the DELTA FLYER - as 
seen in the flared tail fins. 


I COnStniCriOn Lt. B'Elanna Torres has meticulously followed 
mid 20th-century design in the creation of the television set she 
presents to Tom Paris in 2377. The TV is faithfully recreated with 
a tasteful wood panel effect, and a small, monochrome screen. 


O For ease of use B'Elanna 
even goes so far as to 
replicate a remote control for 
Tom's television set. 


The television's controls can be manually operated by twisting two 



small knobs on the front of the set. 
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FALSE REALITIES 


O Tom finds older 
automobiles to 
be less responsive to 
his controls. 


O A hoiodeck-created garage allows Tom 
Paris to tinker with a glorious Camaro 
muscle car - an exercise that provides him 
with an escape from his everyday duties. 


of the one-time Generai Motors 
Chevrolet Division. Mixing engines 
with environment, Paris professes 
that he loves taking the car up 
California's renowned Highway 1 
coastal route. 

That infectious enthusiasm for 
classic cars has even begun to 
wear off on those around him. 
B'Elanna Torres even asks her 
future husband for driving lessons 
in his holo-models of the archaic 
ground vehicles. She hopes she 
will fare better than Ensign Harry 
Kim, who backs into a burrito 
stand - a kiosk eatery for a 
Mexican food - in one memorable 
session. That program features a 
1969 Mustang, a flashy and 
popular sports car from the Ford 
Motor Company. 

In 2372, when the Doctor first 
experiments with romance and 
dating rituals with a cured holo- 
version of phage-plagued Vidiian 


Danara Pel, Paris is only too happy 
to help out. To introduce the time- 
honored courting practice of 
'parking,' he loans the EMH one of 
his programs: in this case, a blue 
1957 Chevrolet - parked on Mars 
on a ridge overlooking the Utopia 
Planitia ground station. 

Design influence 

Paris's love of this tiny and 
archaic niche in Earth history is 
thus no secret among the Voyager 
crew, especially after their time 
together. In fact, during the rushed 
research and design of the original 
Delta Flyer in 2375, he tries to add 
massive 1950s fender fins to the 
evolving ship - and Lt. 
Commander Tuvok just as quickly 
rejects them in his own dry 
fashion. The pilot does score one 
small victory, however: he rigs the 
starboard flight console in the Flyer 
with manual control interfaces 
such as pushbuttons, switches, 
and gauges, which he prefers over 
the standard Starfleet touchscreen 
technology for its tactile variety. 

Fortunately for his crewmates, 
Paris's interest in Earth's 20th 
century and its technology have 
been more than trivia; during 
Voyager's temporal side trip to 
1996 Los Angeles they actually 
become a lifesaver. Knowing about 
the cellular telephones of the era 
allows him to blend in while 
communicating with Voyager; a 
love of horror films like 'Orgy of 
the Undead' helps win over 
scientist Rain Robinson, the 
connection to computer mogul 
Henry Starling. 

But here again, his automotive 
expertise is the key. First, he 
knows to borrow an auto dealer's 
pick-up for a "test drive" to secure 
transport to Robinson's office; later 
he commandeers her old 
Volkswagen van. Without his in- 
depth knowledge of this period. 
Voyager might still be stranded 
back in time. 


O Tom revels in wearing 
the appropriate clothing 
while driving his car in the 
Fair Haven holoprogram. 


O The television set takes pride 
of place in Tom's quarters. It 
is positioned directly in front of a 
sofa for comfortable viewing. 

holo-village. Fair Haven. He not 
only engineers fully detailed 
matrices for these more primitive 
'horseless carriages' but operates 
them - albeit not too adroitly. 

DufouioflvefonoTIc 

It is no secret that the pilot and 
sailor enjoys most the feel of 
navigating models from the mid¬ 
century era of big, classic muscle 
cars - and he keeps several 
examples in his already large menu 
of personal holoprograms. One of 
his favorites features a 1969 
Camaro, a high-powered sports car 


O A chromed toaster is just 
one of the 20th-century 
devices that is found in Tom 
Paris's quarters. 

space in 2372. His enthusiasm for 
resurrecting the vehicle - and 
knowledge of its archaic 
amplitude-modulation radio 
receiver - leads to the Voyager 
crew's contact with the one-time 
human slaves of the Briori. 

Paris's familiarity with 
automotive technology from this 
century is indeed far-flung, and he 
does include early models from the 
post-Victorian era in his own Irish 


20rh-centurp tiolo-lech 

Much of Tom Paris's love of the 20th century 
involves the use of the holodeck facilities aboard 
the U.S.S. Voyager NCC-74656, in particular his 
'Adventures of Captain Proton' program. 
Nevertheless, Paris adapts equally well to the 
challenges of a World War II scenario instigated by 
the Hirogen in 2374, proving to be as adept with a 
rifle as he is with the more sophisticated phasers 
he is used to. 


^ Tom Paris uses the holodeck created 
^ weapons of l/Vorld ]Nar II to great success 
during the attempt to retake the U.S.S. VOYAGER 
NCC-74656 from the Hirogen in 2374. 


^ 'The Adventures of Captain Proton' 

Yy holodeck program allows Tom Paris to 
indulge his passion for the black and white 
serials of the 20th century - and all of the old- 
style technology it entails. 
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*THE VOID* 

'The only source of food and 
energy in the Void comes 
from new ships that are 
drawn in. If you want to 
survive here you'll have to 
compete for their resources." 

- General Valen 


even of Nine's first official foray into 
catering is abruptly interrupted when 
all previously tested methods fail to 
prevent the U.S.S. Voyager NCC- 
74656 from 


being pulled into a 

W spatial anomaly. Within there are no 
stars, but the crew barely have time 
to register this before they are attacked by 
assorted craft. They are able to fight them 
off, but combat takes its toll, and food 
supplies, deuterium, and an engineering 
computer console are transported away. Lt. 
Commander Tuvok notes 29 occupied craft 
in Voyager's immediate vicinity. 

After the fight Voyager is contacted by a 
General Valen, who is impressed with their 
durability, noting that most new craft do not 
survive their first minutes within what he 
refers to as the Void. Valen explains that they 
are within an anomaly enclosed by a layer of 
subspace, that matter and energy cannot 
penetrate. The funnel that trapped Voyager 
only pulls craft in, and no one ever escapes. 

The only sources of food and energy are 
provided by new vessels attacked when they 
are pulled in. Valen offers tactical details of 
the craft with which VoyagerwlW be 
competing in exchange for photon 
torpedoes. Captain Kathryn Janeway 
refuses, saying she will not trade weapons, 
but Valen believes that a few weeks within 
the Void will compromise her integrity. 


« Seven of Nine prepares a gourmet meal 
in the mess hall for Captain Janeway, 
Commander Chakotay, and Lt. Tom Paris, 
but it is unexpectedly shaken up. 


2 The U.S.S. VOYAGER NCC-74656 finds 
itself under attack inside the Void it has 
been sucked into, and various supplies are 
being concurrently beamed off the ship. 


Voyager's power is being drained at an 
excessive rate. Seven Of Nine believes a 
^method of escape is possible through an 
entrance funnel; this involves riding the 
energy surge created when a funnel first 
manifests. Precise timing and considerable 
piloting skills are needed, and the toll on the 
ship's structural integrity will be dangerous. 
Voyager survives a failed attempt, but at the 
cost of the warp core going offline, and 
power reserves depleting further. 

When searching discarded vessels for new 
power sources, a warp core container is 
transported aboard Voyager. Within, 
undetectable to scanners, is an injured alien. 
It survives the Void by means of conserving 
oxygen, and will not let anyone close enough 
to treat its injury. It does not talk, but its non¬ 
verbal requests for food are understood. 

The ship that initially stole Voyager's 
deuterium supplies has been destroyed, but 


2 General Valen explains that there is no 
way out of the nine light-year-round Void; 
he has been there for five years. He offers his 
assistance in exchange for photon torpedoes. 


M After the rebuffed Valen has left. Seven 
believes she has found a way to escape 
the Void. The graviton forces inside the 
anomaly can propel them out of the anomaly. 




Q VOYAGER gets hurled back into the Void 
when only 50000 kilometers from the 
eye of the funnel. There is nothing but 
blackness, and now the warp core is off-line. 


Q An undetected, injured alien intruder is 
discovered in an alien warp core casing 
that has been transported into one of 
VOYAGER'S cargo bays. 








^BSHIP FACTS 


The U.S.S Voyager NCC-74656 beams 
aboard the warp core casing from a 
damaged ship. The tricesium in its 
makeup can be converted into a 
power source. 

The replicators on Voyager are tripled 
in efficiency after gaining technology 
from other crews in the alliance. 

Mr. Garon and Lt. B'Elanna Torres try 
to build a polaron modulator to 
escape the Void. . 


Another opening funnel is located, and as 
\/oyager prepares to use it Bosaal and Valen 
attack. Their efforts are sabotaged by the 
Void nomads, who have been transported 
into the attacking ships. The second escape 
is successful, and all alliance craft make it 
safely back into Delta Quadrant space. 


the deuterium is tracked to Valen's Vessel. of attack demands an attempt be made now. 
When he refuses to surrender the plunder. With Voyager preparing to depart, the 

Voyager transports their former supplies captain informs Fantome and his friends thai 

back. Although less than 50 percent remain, they are welcome to stay; they choose to 

the captain will not take anything further. stay in the Void - their home. They are 

When Commander Chakotay and Tuvok grateful for the help offered by Voyager's 
suggest it may be necessary to be more crew, and wish to reciprocate, 

proactive in gathering supplies. Captain • 

Janeway refuses, citing that it would OIM SCREEN... 

contradict the Federation's policy of mutual ""' , 

support. Instead she suggests contacting - 

other vessels, and pooling resources with 
those willing to accept Federation beliefs. , 

Persuading other trapped vessels that an u 

alliance is in their interest proves difficult, but 
the captain stands by her principles, and ^ 

protects the next craft to be sucked through a \ 

funnel. It is a Hierarchy Surveillance Ship i 

and Valen intends to strip it. Voyager sustains ^ 

considerable damage in its defense before a % 

A/ygean l/iessel joins them and sees off M 

Valen's attacking vessels. With the Nygeans . * 

and the new ship as part of Janeway's "[!' 

alliance, convincing others becomes easier. 


The Doctor has christened the retrieved 
alien Fantome, and it proves an intelligent 
being able to communicate non-verbally. It 
can also instinctively refract its own life 
signs, thus rendering it invisible to sensors. 
The Doctor devises a system of 
communication based on musical tones, and 
eventually convinces the timid Fantome to 
leave sickbay and see the rest of Voyager. 

The pooling of technology results in 
Voyager's replicators operating more 
efficiently with less resources than 
previously, while the Hierarchy crew 
develop a way of viewing events on any 
vessel within the Void. Fantome, meanwhile, 
has taught others of its species to 
communicate via musical tones at a far 
more complex level than he was taught. 

In order to project a field enveloping all the 
alliance vessels in an escape attempt a 
polaron modulator is required. When 
Janeway learns that Commander Bosaal 
has destroyed another ship to obtain it she 
expels him. Others also leave, but the captain 
sticks by her principles; Bosaal responds by 
approaching Valen to unite and take 
Voyager's resources. Lt. B'Elanna Torres 
believes she will have the escape technology 
prepared within 48 hours, but the possibility 


o Seven and the Doctor make a 
^ communication breakthrough with the 
Void nomad. He appears mute, but has an 
ear for music, and learns quickly. 


-m Mr. Garon and his Nygean officers are 
' escorted from the meeting room by Lt. 
Commander Tuvok after considering 
Janeway's ethical alliance. 


Loquar and his Hierarchy cohort show 
Janeway and Tuvok that the new 
surveillance technology they have devised 
has uncovered a plot to attack the alliance. 


Q The alliance is making progress, but 
” Janeway is forced to expel Bosaal w 
she learns he raided a KINJAL FRIGATE f 
a compatible polaron modulator. 


Fantome and his fellow Void nomads 
prepare to beam off VOYAGER. They 
are risking their lives to help, and show 
their thanks - they are ready to sabotage. 


The alliance successfully escapes the 
Void. For a time it was like being part 
of the Federation again; the real one is 
only 30000 light years away. 












